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Introduction 


After the death of the last San ‘Shyuum and the treachery of the Human race ever-present, only the most faithful of The 
Covenant’s subjects remain to fight. Their goal: to find whatever Forerunner artifacts possible to bolster their forces and 
destroy Humanity and Thel ‘Vadam. The remains of the once-great Covenant will not rest until they have achieved that end. 


FOR THE FORERUNNERS THE COVENANT REMNANT 

The Covenant Remnant is the group of still faithful The Covenant Remnant are a faithful and mighty force, 
Sangheili leading Unggoy, Mgalekgolo, and Kig-Y ar using advancedweaponry and hordes of infantry to 

to oppose the rest of the galaxy and serve the Forerunners overwhelm their foes. The Unggoy are weak but plentiful, the 
while looking for Forerunner weapons to use. Their ultimate Sangheili are incredible w arriors, and their heavy weapons 
goal is to exterminate the Human race and bring their gods are deployed either through vehicles or the Mgalekgolo. A 
the Forerunners to rule the galaxy once again. Their full might leader of these forces commands a force that is not to be 

is unknown, but no one takes chances when they are near. trifled with. 


HOW THIS CODEX WORKS 


Codex: Covenant Remnantcontains everything you need to play a game of Warhammer 40,000 w ith your army. Within these pages 
you will find a history of The Covenant Empire and its dissolution into the Covenant Remnant, their military, their battles, and their 
attempt to rule the galaxy once more. You will also find the rules to use the powerful heroes, units, vehicles, and even incredible war 
machines that are at your disposal. There is also an army list that enables you to organize your collection of purchased, converted, 
or homebrew miniatures into aworthy army. 


History of The Covenant and Remnant 
The Storm 


Follow ing the collapse of the Covenant, Humanity recovered and grew like the weed they are. To stand in their way are 
only afew of the remaining faithful, wishing to carry out the Forerunner’s will and exterminating the Human race. The 
traitors and deserters of the Covenant religion must either be brought into the fold or similarly eliminated. The Covenant’s 


remains will stop at nothing to carry out the Forerunner’s will. 


The history of the Covenant Remnant begins over 100,000 
years ago, during the time of the Forerunners. Since then, 

the various races of the galaxy have developed and grown 
to replace the advanced aliens who left them behind. 


Once a mighty empire that startedwhen Humanity w as just 
figuring out how to mold iron, The Covenant Empire w as 
founded by the San ‘Shyuum (Prophets) and the Sangheili 
(Elites) after decades of fullwarfare. In the thousands of 
years since, they have grown and fallen as all empires do. 


While the mightiest time in Covenant history has come and 
passed, the Covenant Remnant are still a force to be 
reckoned with. No one- past or present trifles with them 
lightly. 


Age of Abandonment 


At the end of the time of the Forerunners, a great plague 
know n as the Flood almost assimilated all life in the galaxy 
into itself, bringing the end of all other things. These 
Forerunners built then activated the Halo array in order to 
prevent the Flood from succeeding. The Forerunnners then 
seeded the galaxy with all life except themselves in the 
hope that the galaxy may one day recover. The only thing 
that survived the Halos firing was Forerunner technology. 


The Ages of The Covenant 


Tens of millennia after the firing of the Halos, the 

Sangheili and the San ‘Shyuum w ere among the first 
races to develop interstellar civilization. This led to a 

war between the two over religious and technological 
differences. The San ‘Shyuum believed that using and 
incorporating Forerunner technology was acceptable 

and the Sangheili didn’t. So started the first Age of Conflict. 


The Sangheili had the early advantage due to superior 
numbers and general physical capability. The San ‘Shyuum 
how ever had technological superiority and a Forerunner 
Dreadnought, leading to a space superiority. After decades 
of a losing war the Sangheili compromised their position on 
Forerunner technology and began incorporating it into their 
warfare industry. This leveled the playing field and 
eventually the Sangheili gained the upper hand. 


After a point, the Sangheili discovered the San ‘Shyuum's 
belief in the Great Journey- the Forerunners used the Halos 
to ascend to godhood- and wished to repeat the process 

in order to join their gods. The two races forged atreaty 
called the Writ of Union, forging The Covenant Empire. 

In this empire, the San ‘Shyuumw ould be the religious 
leaders and the Sangheiliw ould be the protectors. The 
Dreadnought used in the war was decommissioned and 
made the pow er source of the mobile planetoid base 

High Charitywhich would be the capitol. 


The Ages of The Covenant are Abandonment, Conflict, 
Reconciliation, Discovery, Conversion, Doubt, and 

most importantly- Reclamation. No age in the sequence 

is in an order, only being started after a great event. There 
is also avarying number of each age. For example, there 
are nine Ages of Reclamation and thirty-nine Ages of 
Conflict. Each age is represented with a ceremonial 
material and an oath. 


There was only one Age of Abandonment- the time the 
Forerunners activated the Halos. The Ages of Conflict 
are marked by war and conflict. The Age of 
Reconciliation w as marked by the Writ of Union. The 
Age of Discovery was the Age in which the San ‘Shyuum 
discovered the Halo Array and the formation of the 
Covenant religion. The Ages of Conversion are times 
in which a new race és brought into the Covenant- 
willingly or othetwise. The Ages of Doubt were times of 
faith and patience- a time where the effects of previous 
Ages were dealt w ith, likely after a time of Conflict. 


The Ages of Reclamation are the most important to 

The Covenant. It is a time w here the search for the Halos 
was in full force. The Ninth Age of Reclamation was the 
final Age of the Covenant. 


The Races of The Covenant 


The Covenant had eight races throughout its history. 

The first wo were the San ‘Shyuum and the Sangheili. 
The next race to joinwere the Mgalekgolo (Hunters), then 
the Yanme’e (Drones), then the Kig-Y ar (Jackals), then 
the Unggoy (Grunts), then the Jiralhanae (Brutes). Some 
races joined willingly, others were tamed and some were 
forced to join after much bloodshed. The only races that 
did not w ere the Kig-Y ar mercenaries and the Huragok 
(Engineers) who joined at an indeterminate time for 
reasons unknown. 


The races are not all equal, with the San ‘Shyuum being 
the highest caste, the Sangheili being the second, then 

the Jiralhanae, then the Mgalekgolo, Yanme’e, and Kig-Yar, 
and Unggoy being the lowest caste- so low that killing one 
is not considered acrime. Huragok are also a strange 
exception- a Huragok is givenno rights, but more valuable 
than just about any other member of The Covenant since 
only they can use Forerunner technology. 


The Ninth Age of Reclamation 


Shortly after the Jiralhanae were drafted into The Covenant, 
The Covenant contacted a small w orld that was full of 
Forerunner glyphs. One of these glyphs was read as 
“Reclamation” by Covenant translators, though the Luminary 
said the actual translation as “Reclaimer.” On this planet was 
a race of primates and their presence activated this 
Reclaimer glyph. These hominids, not The Covenant, were 
the true heirs to the Forerunners’ legacy. The Prophet of 
Truth recognized that finding the true heirs of their gods 
rendered the Great Journey moot and the entire power 
structure of The Covenant Empire (and the San ‘Shyuum's 
authority) was not valid. Instead of accepting this, Truth 
waged a genocidal w ar upon Humanity. 


War with Humanity 


Truth faced little trouble fighting Humanity. They are 
primitive vermin w ith less advanced technology, low 
numbers, and physical frailty. Though as the warwaged 
on, members of The Covenant’s military saw the fighting 
prowess these vermin had and the Sangheili even 
questioned why Humans couldn't be drafted into 

The Covenant like the other races. Most impressive 

among Humanity’s w arriors were their Demons. A Demon 
could kill an entire formation of Covenant soldiers alone. 
All Demons came equipped w ith armor that was superior 
to even the combat harnesses the Sangheili wear, although 
believing so was heresy. It is believed that Demons are the 
reanimated dead that Humans experimented upon and that 
is what makes them such effective killing machines. 


Humanity progressed technologically and began to quickly 
close the technological gapw ith The Covenant. This posed 
little issue considering the gap was still w ide and The 
Covenant still had the numbers advantage with Humanity 
constantly on the defense. The only issue was no one knew 
where the Human home w orld was and finding other Human 
planets was a difficulty since Human vessels fled like vermin 
in seemingly random directions. After many years, The 


Covenant discovered the Human fortress world Reach and promptly 
glassed it like countless other planets. 


ft was after this glassing of planet Reach that the tide began 

to turn. Supreme Commander Thel ‘Vadamee follow ed a 
Human vessel into slipspace with the Fleet of Particular Justice 
in tow believing the vessel had a Forerunner artifact. He w as 
somew hatcorrect-_ it did not have an artifact, but it did lead 
him to one- Halo. 


After battling on the Halo for some time, The Covenant 

released the Flood from their preservation pods into the 

Halo w ithout understanding the consequences. The Covenant 

had encountered the Flood once some decades ago, but 

no one communicated its existence. This disturbed the Oracle 

of the Halo greatly and eventually led to the destruction of the Halo 
despite the efforts of Thel ‘Vadamee to preserve it. After High Charity 
arrived and saw the ruins of Halo, the San ‘Shyuum branded 
‘Vadamee w ith the Mark of Shame- making him the Arbiter of The 
Covenant and sending him on a suicide mission against the heretics 
that have appeared in the wake of Halo’s destruction. 


The heretics believed that Halo w as not away to ascend to godhood 
and join the Forerunners, but a weapon that would kill us all in order 
to stop the Flood. Rejecting the Great Journey is not to be tolerated. 
In the meantime, the location of Humanity’s home w orld was 
discovered. It is a planet in the Orion Armcalled Earth. The discovery 
of Earth itself came before the realization of its importance. The 
Prophet of Regret immediately w ent to Earth w ith asmall armada in 
order to get to a Forerunner artifact known as “the Ark.” The armada 
took heavy casualties during the battle in space, but Regret managed 
to break through. Regret eventually made a slipspace jump over an 
Earth city with a Human vessel follow ing it. Regret did not find the 
Ark, but another Halo. 


The Great Schism 


Immediately after the Arbiter defeated the heretics and a Demon 
assassinated the Prophet of Regret, the Jiralhanae Chieftain 
Tartarus made clear his and the High Prophet of Truth’s intention- 
to exterminate the Sangheili and go on the Great Journey 

without them. He then kicked the Arbiter down a pit and 
abducted the Oracle 343 Guilty Spark. Tartarus failed to 

activate Halo and was killed by the Arbiter with Human help. 


Discovering the Jiralhanae and San ‘Shyuum planned to 
exterminate them, the Sangheili chose to ally themselves 
with Humanity. This gave both Humanity and the 
Sangheili the edge needed to w in thewars they fought. 
The Brutes eventually did find the portal on Earth that led 
to the Ark, and the ensuing Battle of the Ark ended the 
Human-Covenant War, crippled the Flood to the point of 
being scarcely a threat, killed the final Prophet- Truth, and 
disbanded the Covenant Empire. The Sangheili and the 
Jiralhanae still w aged war, and some of the Sangheili 
have not let old hostilities with Humanity go. 


The Servants of the Abiding Truth 


The end of the Human-Covenant War is a misleading term- 
hostilities did not and still have not ended. They have simply 
gone underground. Many Covenant races have individuals 
that still believe the Forerunners to be their gods and that 
Mankind are vermin to be extinguished. One group of 
believers called themselves the Servants of the Abiding 
Truth. These believers followed a pre-Covenant belief 

that Forerunner technology should not be tampered with. 
This did not stop them from tampering w ith it, though. 

The Servants of the Abiding Truth are a Sangheili 
organization based from the planet Sangheilios led 

by the bishop Avu Med ‘Telcam. These Sangheili made 
contact with the UNSC’s Office of Naval Intelligence and 
agreed that if ONI provided themw eapons to rebel 

against Arbiter Thel ‘Vadam (changing his name to signify 
his independence of the San ‘Shyuum) that they would leave 
Humanity alone should the Servants overthrow him. The 
rebellion failed due to the actions of Admiral Lord Hood 
saving Thel ‘Vadam. The Servants of the Abiding Truth then 
realized they needed greater forces to seize control- joining 
forces with various other Sangheili splinter groups and 
forming the Covenant Remnant. 


Requiem 


The Covenant Remnant w as founded by the Kaidon 
Panom and Shipmaster Jul ‘Mdama. Whereas the original 
Covenant Empire w orshipped all Forerunners equally, this 
new Covenant held the Didact in particularly high regard. 
Their goal w as to find the Didact and have him lead them 
if at all possible. Eventually they found the Forerunner 
Shield World called Requiem, but could not find their way 
inside. For years they waited and transmitted “Didact” to 
the planet. 


Eventually, Remnant forces at Requiem encountered and 
fought UNSC personnel that were stranded on Requiem. 
This was in direct defiance of the cease-fire between 

the Humans and Sangheili. During that time, the Ur-Didact 
was awakened by a Demon and led the Remnant for a 
brief time. The Remnant maintained a presence on Requiem 
for months after the Ur-Didact’s presumed death until 

Jul ‘Mdama acquired half of a Forerunner artifact meant 
for a human scientist, abducted her, and sent Requiem 
into its sun. After some negotiation, the human scientist 
willingly agreed to aid the Covenant Remnant. 


The New Age 


After abandoning Requiem and being defeated 

by the UNSC, the Covenant Remnant turned to 

its pre-Requiem tactics of terrorism and sudden 
attack. Their most recent attempt at fostering 

war was attempting to kill all delegates at the 
peace meeting between the Sangheili government 
and the Jiralhanae in the hopes the wo races 

will continue war. 


Despite their eventual goal of exterminating the 
Human race, the Covenant Remnant is not above 
enlisting Humans or using their technology and 
weapons. One Spartan IV evenworked for Jul 
‘Mdama during the Battle of Ealen IV. 


It is unknow n just how powerful this organization 
is or how long they intend to pursue their goal 
of xenocide. What is known is that they believe 
in this cause because that is what the Ur-Didact 
wanted. The Covenant Remnant is composed of 
Sangheili, Unggoy, Kig-Yar, and Lekgolo. 


As of 2558, Jul ‘Mdama has been killed by a 
human and the Covenant Remnant has been 
further splintered by a crushing defeat at Sunaion. 


Forces of the Covenant Remnant 


This section of the book details the forces used by the Covenant Remnant- their vehicles, their units, and the special 
characters that lead them to war. Each entry describes the unit and gives specific rules you will need in order to use them 
in your games. The Didact’s Hand section (pg. 34) refers back to these entries as well as the armory of weapons and 
equipment that each Covenant Remnant unit can use. The exceptions are unique rules and items of Wargear, which will be 


outlined in their specific unit section. 


Covenant Remnant Special Rules 


The Covenant Remnant uses a number of Special Rules that 
are common to several units. These are denoted in their unit 
entries. 


Aim for the Big One 


Sangheili lead Unggoy and Kig- Yar into battle valiantly, but their 
large stature makes them easier targets. 


Any shooting attack made against a unit that simultaneously 
has this rule and a Character model in the unit may allocate 
one to-hit shooting roll of 6 to the Character model. 


Keep them in Line 


Unggoy are cowardly and unruly. Not at all fit as warriors, but 
leadership makes them into something useful. 


Any one “Sangheili’ model attached to a unit w ith less than four 
“Sangheili” models in it counts as the unit’s unit type 
(Character), such as Infantry (Character) or Jetbike (Character). 
This only applies to one model at a time and that mode! must 
be clearly communicated to all players. 


Warlord Traits 


In war, a Covenant Remnant Force can be led by a Sangheili 
Commander, a Sangheili Zealot, or a Sangheili Warrior. All 
three were once proud leaders and warriors of the Covenant 
Empire’s military, and now they continue to use their decades 
of experience in battle. 


Your Warlord can have a Warlord trait from the Personal table 
in the Warhammer 40,000 rulebook or the table at right. 


Warlord Traits Table 


Warlord Trait 


With Extreme Prejudice 


In an attempt to exterminate his foes, a Warlord may 
order his subordinates to fire without regard for ammo. 


Your Warlord and the unit he is attached to may use the 
Charged profile of their weapons tw ice per game. 


Into the Fray 


There is no greater motivation than the assurance that 
what you are doing is right. 


Your Warlord and the unit your Warlord is in have the 
Crusader and Rage Special Rules. 


Master of Swordsmanship 

After many decades of training, this Warlord has 
discovered the weak points of every sentient race and 
species known. 


The Warlord adds 1 to wounding and armor penetration 
rolls in close combat. 


To Petreat is Heresy 


A high-ranking Sangheili is often the only thing keeping 
the others from retreating. 


Any fleeing friendly unit within 12” of your Warlord or his 
unit automatically regroups even if under 25% unit 
strength. 

Servant of the Abiding Truth 

Faith can inspire warriors and foster courage. 

When cakulating combat results for any combat 
involving your Warlord or his unit, add 2 to your total. 
Hand of the Didact 

All servants of the Ur-Didact wish to claim Forerunner 
technology, but only the greatest among them can claim 
it 


Your Warlord’s invulnerable save is improved by +1. 
(A 5+ becomes a 4+, 4+ becomes 3+, eic.). 


Allies Compatibilities 


The Covenant Remnant is the galaxy’s current greatest single aggressor, and it will often play one side against another in 
order to exterminate both parties. This page shall outline who the Covenant Remnant may ally with and on what terms. 


Brutes Sangheili Flood Insurrection Sentinels UNSC 


&, 
% 


Battle Brothers- WA 


Allies of Convenience- 

Dark Eidar, Eldar, Necrons, Orks, Tau Empire 
Desperate Allies - 

Chaos Daemons, Chaos Space Marines 
Come the Apocalypse- 


Armies of the Imperium, Tyranids, ONI 
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Finger of the Didact Detachment 


Instead of the standard Combined Arms Detachment, the Covenant Remnant can take a special 
battleforged detachment to better represent their forces on the tabletop as though they were 
portrayed in a Halo video game campaign level. 


Mandatory Optional 


1HQ 

3 Troops 9 Troops 

2 Fast Attack 

2 Heavy Support 
2 Elites 


1 Fortification 


1 Lord of War 


Restrictions: Command Benefits: 

All units must have the Incoherent Rhetoric: If your Warlord is part of this detachment, 
Covenant Remnant faction, or you may re-roll your Warlord trait from the Codex: Covenant 
no faction. Remnant table. 


File: All Unggoy lances gain Sangheili Storm models for free. 
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Sangheili 


Commanders 


HO 


The most common leaders on the battlefield are these Sangheili 
Commanders, operating and directing their underling Sangheili 
warriors as well as Unggoy and Kig-Yar. Every Sangheili Commander 
is a veteran of decades of war, and considering the only way to 
advance in the Covenant military is kill count, each Commander is 
well-versed in the ways of death. 


A Commander of the Covenant Remnant provides strategic and 
tactical provess on the battlefield. They also provide a more direct 
approach to battle when necessary, wearing heavier and more 
elaborate armors showing their heritage and accomplishments. A 
Sangheili Commander generally uses a Covenant Carbine in battle. 


ovenant for my entire life, brother, 
have nothing else. If the Forerunners truly wish me to 
exterminate Hum anity, I shall. !am not one of the 
countless Sangheili that hate humanity; it is simply that 


I’ve no other purpose.” 


-Commander Tem R’Lan 


Sangheili Commander 45 Points 
ws BS ST W!1A Ld Sv Unit Type Unit Composition 
Sangheili Commander 5 5 43 343 10 4+ Infantry (Character) 1 Sangheili Commander 
Wargear : Options: 
e Storm zealot 
° ee e A Sangheili Commander may take an individual breaching carapace............. 3 pts 
serindee e A Sangheili Commander may replace his storm rifle with a special weapon or power weapon. 
2 ifI e A Sangheili Commander may replace his storm rifle with a carbine for free. 
. eae ul e A Sangheili Commander may replace his plasma pistol w ith a needler for free. 
: asma pisto e A Sangheili Commander may replace his plasma pistol with an energy sword.... 20 pis 
Special Rules: e May take a Variant Weapon. 
e Independent 
Character 
e Stubborn 


e Necessary Preparation 
e Master of the Field 


Master of the Field: Sangheili Storms count as Troops choices in Force Organization i this unit is your Warlord. 


Necessary Preparation: Two models in the unit the Commander is attached to may each take one special weapon or power 
weapon for free at army creation. They must be allow ed by the unit profile, however. 


12 


Sangheili Zealots 


HO 


The term “Zealot” encompasses a variety of positions- Field 
Marshall, Field Master, Shipmaster, Fleet Master, and even 
Supreme Commander. When the Covenant Empire w as still in 
existence, only Councilors, Imperial Admirals, and the Arbiter 
himself outranked the Zealot class. Zealots of almost every variety 
are deployed to fleet or field command posts away from the front 
lines, but their considerable experience leads to them being put in 
battle directly aconsiderable amount of the time. All Zealots are 
veterans of decades of battle with countless kills in the field, 
because the only way to advance in Covenant miilitary is by pure 
kill count. 


“The true devotee honors our name with actions, not words.” 


-Sangheili Zealot mantra 


A Zealot is used as the damage-dealing portion of any Covenant 
military operation of great importance. Entire squads of Zealots can 
be tasked with finding and analyzing any leads on finding relics or 
locations related to the Forerunners. 


Zealots fuffill all roles the San ‘Shyuum used to fill before their 
extinction. 


Sangheili Zealot 65 Points 
ws BS ST W1A Ld Sv Unit Type Unit Composition 
Sangheili Zealot 7 - 4335410 4+ Infantry (Character) 1 Sangheili Zealot 
Sangheili Acolyte 5 - 432429 4+ Infantry 
Wargear: Options: 
e Storm zealot 
Leg e A Sangheili Zealot may take an individual breaching carapace............. 3 pts 
if Fetes sword e A Sangheili Zealot may take a unit of up to6 Sangheili Acolytes.............. 25 pts/model 
‘ A heili Zeal ke a deployment carapace .................:c006- 
SeTTDNLERE e Sangheili Zealot may take a deployment carapace 35 pis 


Special Rules: 

e Independent Character 
Zealot 

Fleet 

Retinue 

Honor Before All Hse 


Retinue: A Sangheili Zealot may take a unit of Sangheili Acolytes 
as a retinue that does not occupy a force organization slot. 
These Sangheili Acolytes are all equipped w ith energy swords 
Storm Zealot harnesses, and active camouflage. They aso 

have the Infiltrate and Fleet special rules. 
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Honor Before All Else: Your opponent may not refuse 
challenges made with this unit unless they have a rule 
that explicitly allows for declining challenges. This unit may 
not decline challenges. 


Sangheili Warriors 
HO 


The Sangheili “Warrior” class is formed of some of the most 
experienced of Sangheili troops from the Human-Covenant War, 
effectively becoming a warrior-noble caste of their ovn. A 
Warrior even has a higher rank than a Zealot, though not as 
effective. 


A Warrior fufills the pre-schism role of the Elite Major- as 

a commander of mixed units. They wear gold armor with 

green trim- show ing ther status as a leader in the field. Fst : 
A Warrior often comes armed with a stormrifle, Covenantcarbine, fy." Sa 
or needler. They can come armed with other weaponry, though. i \\ 

A Warrior is aggressive as they come, and 
durable and strong even by Sangheili standards. 


“Ah, a Warrior is it? Finally, an opponent that won’t break 
when poked slightly.” 


- Chieftain Martes 


Sangheili Warrior 35 Points 


ws BS ST W1A Ld Sv Unit Type Unit Composition 
Sangheili Warrior 5 4 43 343 10 4+ Infantry (Character) 1 Sangheili Warrior 
Wargear: Options: 
e  Stormveteran 
harness e A Sangheili Warrior may take an individual breaching carapace............. 3 pts 
* — Stormrifle e A Sangheili Warrior may replace his storm rifle with a carbine for free. 
e Plasma e A Sangheili Warrior may replace his plasma pistol w ith a needler for free. 
grenades e A Sangheili Warrior may replace his storm rifle or plasma pistol w ith a special weapon or a 


e Plasma Pistol power weapon. 


ke a Vari : 
Special Rules: e May take a Variant Weapon 
e 


Independent 
Character 

e Fearless 

e __ This Is No Time to Die 


This is No Time to Die: During his first close combat phase the Sangheili Warrior may roll an armor save as an invulnerable save if 
you fail any invulnerable saves before taking the unsaved wound. 
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Sangheili Storms 


A Sangheili Storm fulfills the role left vacant by Elite 
Minors after the formation of the Covenant Remnant- 
commanding the low est of the low in the armed forces. A 
Sangheili Storm is likewise the least experiencedwarrior 
in their military, given the worst equipment available to 
Sangheili. 


ELITES 


Their combat harnesses have energy shielding inferior to 
MJOLNIR armor and their protective armor covers less 
than a true military kit. This is because the Covenant 
Remnant is not a full military organization, but a guerilla 
warfare terrorist unit. They had to scavenge whatever 
they could while fleeing from Thel ‘Vadam’s forces after 
their failed revolution. 


There are some differences to their predecessors, 

how ever. Firstly, a Sangheili Storm is allow ed the usage 
of the energy sword. Secondly, some Storms are 
equipped w ith Active Camouflage. They have been seen 
leading lances and piloting hovercraft. Storm combat 
harnesses come in a variety of colors, but blue is the 
standard. 


50 Points 
BS ST WIA Ld Unit Type Unit Composition 
Sangheili Storm 4 3 431418 5+ Infantry 5 Sangheili Storms 
Dutch tale Options: 
harness e A Sangheili Storm Lance may take up to ten more Sangheili Storms................. 10 pts/mode! 
e Plasma e A Sangheili Storm Lance may take an individual breaching carapace............. 3 pis/model 
elie: e — Sangheili Storm may replace his storm rifle with a special weapon or power weapon. 
i Sr f | e All Sangheili Storms may replace their storm rifles with carbines for free. 
st e All Sangheili Storms may replace their plasma pistols with needlers for free. 
Special Rules: e A Sangheili Storm Lance may take a deployment carapace......................0.5 35 pts 
é P Keep hour a e Any Sangheili Storms (up to the whole unit) may take energy swords. 
Line 


“These Covenant seem more fanatical than the ones we’ve fought before.” 


-MCPO Spartan 117 
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Unggoy Storms 


TROOPS 


Unggoy are one of the races that the Covenant Empire forced into 


joining, the low est race in their society. Unggoy are thought so 


low ly of that killing one back during the time of the San ‘Shyuum 


wasn't even considered a crime. 


An average Unggoy is rather smart, but their cowardice is 
more pow erful. They lack creativity on the battlefield, and 

are used as cannon fodder so the more important warriors 
may deliver the actual damage to their enemy. Unggoy are 
surprisingly strong for their small stature- one can haul around 
a plasma cannon removed from its emplacement by itself. 


Surprising facts concerning Unggoy aside, Unggoy are worth 
very little to their superiors. The Unggoy combat harness has 
no energy shielding and their standard firearm is the plasma 
pistol. Some Unggoy manage to survive long enough to be 

given more advanced weaponry such as the fuel rod cannon. 


Unggoy are a nuisance in small numbers and a wall of meat 

in large numbers. Their plasma pistols are pitiful, but only in 

contrast to the better standard issue weaponry the Covenant 
Remnant have. 


Unggoy Storm Lance 


48 Points 


Unit Composition 
12 Unggoy Storms 


eae ney ea 4 pts/model 


Free 


Reeth iiines 5 pis 


1 pt/model 


35 pts 


ws BS ST WIA Ld Sv Unit Type 
Unggoy Storm AB 2 281 21 & ot Infantry 
Unggoy Heavy Ba 8 2e il 2 il & Ge Infantry 
Unggoy Imperial 3 ¢ 261 22 7 Be Infantry (Character) 
Wargear: Options: 
e — Unggoy 
Combat e _ May include up to twelve additional Unggoy Storms............. 
Ge wee ae e Any model may exchange their plasma pistol for a Needler 
6 (Pasm P e One model may be upgraded to an Unggoy Imperial............ 
d e __ Up to five models may be upgraded to Unggoy Heavies 
nee e — Unggoy Heavies may each take one Power weapon. 
Special Rules: e This unit may include a Sangheili Storm model (see entry for details) 8 pts 
e — Aimfor the Big e The unit may take a Phantom as a Dedicated Transport. 
Gan e This unit may take a deployment carapace. 
e Keep them in 
Line 


e Suicide Bombers 


Suicide Bombers: 


After the last Character model in the unit is removed from a unit with this rule as the result of ashooting attack, take a Leadership 
test. If failed, the unit begins to fall back. If passed, you may choose to either a) continue as normal or b) the unit begins to advance 
tow ards the nearest enemy unit. If youchose b), the unit gains the Fleet special rule and cannot shoot The unit must advance 

tow ards and assault the nearest enemy unit at the time of said advance or assault. If the unit successfully makes an assault, you 
deal a number of S 4AP 4 hits with are-roll to wound equal to the number of models in your Unggoy Storm unit in the Initiative 10 
step. In the initiative 9 step, all the remaining models in your assaulting unit are removed from the field. You may not choose option 


a) then switch to option b) later in the game or vice versa. 


The Covenant Remnant uses the Type-44 variant of the Phantom, an earlier model of the troop carrier craft. This is due to not 
having their own factories or modern technology available to them. Unlike the other Phantoms in use today, the Type-44 Phantom 
has green underbelly lights and cannot change out its weaponry. This inability to change weapons may stem fromthe Covenant 
Remnant’s lack of resources, however. All Phantoms are w ell-armored and well-armed, as well as quick transport craft with possible 
vacuum abilities. The Type-44 Phantom comes armed with a heavy plasma cannon and two plasma cannons. 


Phantom 185 Points 
r--Armor-- 
BS F S R HP Unit Type Unit Composition 
Phantom 3 11 #11 «11 3 Vehicle (Flyer, Hover, Transport) 1 Phantom 
War gear: 
Heavy plasma Transport capacity: 16 infantry models. 
cannon e __ May also transport a Wraith, two Mgalekgolo or two Banshees. 
Two sponson- 


mounted plasma cannons 


Special Rules: 
Deep Strike 
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Banshees 


The Banshee is best known for its name-inspiring screech when 
it flies, and everyone hearing it knows to break for cover. The 
Type-26 ground support aircraft has gone through many 
mechanical and aesthetic iterations since the war with 

Humanity began, and the variety used by the Covenant 
Remnant has sacrificed protection and invested in its fuel rod 
cannons’ power. Anti-gravitic boosters propel the Banshee 
through the air (and even space) at impressive speeds 
considering its maneuverability. 


The Banshees used by the Covenant Remnant used two fuel 
rod cannons and two plasma cannons to attack ground targets. 
The Banshee’s screech comes from its boosting capabilities, 
which allow it to both move faster and to maneuver around 
incoming fire. The tw in plasma cannons cut infantry to ribbons 
and the fuel rod cannons can destroy anything short of a tank or 
Spartan in MWJOLNIR armor in a single shot. 


The cockpit of the land variation of Banshees is easily opened 
and the maneuvering behaviors of pilots both contribute to the 
phenomenon know n as “skyjacking.” Skyjacking is the act of a 
soldier on the ground (or sometimes in the air!) opening the 
cockpit of the Banshee, pulling out the pilot, and replacing them 
while leaving the pilot to their doom. Fortunately or 
unfortunately, a Banshee is quite easy to damage. It 
simultaneously has a low flight ceiling w hich allows weapons to 
more easily target it. 


Banshee Lance 65 Points 
r--Armor-- 
BS F S R HP Unit Type Unit Composition 

Banshee 3 10 10 10 2 Vehicle (Flyer) 1 Banshee 

War gear: Options: 

Tw in-linked 

plasma cannon e May add up to two additional Banshees............0.cc0sseessseesseesesenseeneeees 65 pis/mode! 

PES! G0, e _ The unit may take space shielding 15 pts/model 

Special Rules: 

Aerial Dodge 

Scout 


Space shielding: Acts as a Void Shield, w ith an armor 
value of 11 instead of 12. Has no effect against strength 
Dweaponry or hits thatwould penetrate armor 11. 


Aerial Dodge: After performing a jink, the BS of a 
Banshee is 2, not 1. 
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x 
FAST 


ATTACK 


This is the craft the Covenant Remnant use for 
reconnassance and rapid ground attack. Ghosts are in 
technical terms two parts. The first part is the vehicle itself, 
housing its engine, weapons, and controls. The second 
part is simply the seat where the driver has access to said 
contro. Ghosts are armed with twin-linked plasma 
cannons to attack opponents, but acommon tactic for 
Ghosts is to simply accelerate and ramwhatever infantry 
target they are engaging, since only the most hardy or 
agile of targets can survive a Ghost’s charge 


its UNSC designation is Type-32 rapid assault vehicle, 
used by the Covenant races and Covenant Remnant as a 
standard reconnaissance and rapid attack vehicle. Though 
the Ghost is a ground vehicle, its anti-gravity technology 
and aerodynamic design have more in common with 
aircraft than most ground vehicles. 


In the earlier years of the Human-Covenant War, some 
Ghosts came equipped w ith energy shielding to protect 
both it and the driver from damage. Since 2532, however, 
such shielding has not been observed. It is possible that 
such shielding was too expensive to keep during prolonged 
corflicts. 


Ghost Lance 90 Points 
ws BS ST WIA Ld Sv Unit Type Unit Composition 
Unggoy Ghost 2 2241215 4+ Jetbike 6 Unggoy Ghosts 
Sangheili Ghost 4 3441418 4 Jetbike 
Unggoy Ghost 
Wargear: Options: 
e —_Unggoy 
combat e May take up to six more Unggoy Ghosts.............cccccccccssseeececsteteeeseseeeeeeeaes 15 pts/model 
E egress e May replace Unggoy Ghosts with Sangheili Ghosts..............::.::eeeeeeeeeeneeeeee ees 10 pts/model 


e = Twin-linked 

plasma cannon 
Sangheili Ghost Wargear: 
e Storm harness 
e Ghost 
e = Twin-linked 

plasma cannon 


Special Rules: 


e Keep them in line 
e Furious Charge 
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Kig-Yar Storms 


FAST 
ATTACK “We’re here, when do we get paid?” 


Kig-Y ar Storms fulfill the roll of providing light fire 
support or light line infantry in the Covenant Remnant. 
The point-defense gauntlet these Kig-Y ar use are more 
pow erful than their pre-Schism bretheren, but they still 
use the same weapons they always have. 


Like a Skirmisher, a Kig-Yar Stormis a different breed 
from the normal Jackals in the Kig-Y ar species. These 
new Kig-Yar are more saurian in appearance than the 
avian Skirmishers and the mixed-bag Jackals. It is 
hypothesized that the Storm variety comes froma 
different continent of the Kig-Y ar homeworld Eayn than 
the Jackals and Skirmishers. 


In any case, the Kig-Y ar Stormis a more deadly opponent 
than an Unggoy since when a Sangheili lance leader dies, 
Kig-Y ar do not flee. Rather, they hide for cover and regroup. 


Kig-Yar Storms use plasma pistols or needlers with their 
new point-defense gauntlets, or eschew those pieces of 
equipment in favor of the Covenant Carbine to engage 
opponents at greater range. 


The Kig-Y ar race's reputation, havever, comes from their 
snipers. Kig-Yar are considered to be too bloodthirsty to be 
truly excellent snipers by Humans, but their aim is impeccable. 
Kig-Y ar snipers tend to use the beam rifle, and the Covenant 
Remnant’s lack of modern equipment leads them to use the 
Type 27 beam rifle. 


Kig-Yar Storm Lance 45 Points 
ws BS ST WIA Ld Sv Unit Type Unit Composition 
Kig-Y ar Storm 3 433141 7 «55+ Infantry 5 Kig-Y ar Storms 
Kig-Y ar Heavy 3.4053) 3) 1428S Infantry 
Veen Options: 
ee nL celetise e May take up to six more Kig-Yar Storms..........0... ccc cece cece cece eee esse eeeee nena 12 pts/model 
; ee a e May replace a Kig-Yar Stormw ith a Kig-Yar Heavy........c0..0cccccseseecceeeeeeeeees 10 pts 
ways pe * May include a Sangheili Storm model (see profile for details).........0...0..cussceee: 10 pts 
. tues ar e Any model may replace their plasma pistol for a needler for free. 
Ki Sa, e Any Kig-Yar Storm model may replace their point defense gauntlet and plasma pistol for a 
Waraeae y special weapon. 
m Heavy disianae e If there are no Kig-Yar Heavies in the unit and all Kig- Yar Storm models have the beam rifle, 
gauntlet the entire unit may take active camouflage. 
¢ Plasma pistol e Any Kig-Yar Storm model may replace their point defense gauntlet and plasma pistolfor a 
°— Kig-Yar Carbine or stonminiiles fomalGiSCOUltissecc essen sen ssnceer eee see seen. eeeej-acsaeeeeceisseeeceenesar -3 pts/model 
harness 
Special Rules: 
e Aimfor the Big One 
e _Infiltrate 


e —_ Keep them in line 
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ELITES 


The Ranger designation can apply to Unggoy, Kig-Yar, 
and Sangheili alike. Their purpose is to peform extra- 
vehicular activity operations, boarding actions, and fleet 
security actions. As such, they aways wear vacuum 
capable bodysuits and thruster packs into battle- even 
on land-based operations. After the Great Schism, the 
Yanme’e and Jiralhanae jump troopers replaced the 
Sangheili Rangers in The Covenant. 


Each Ranger know s the danger of what they’re doing, especially 
the Kig-Yar. The cold vacuum of space constantly gnavs at their 
suit, chilling them and threatening to take aw ay their air, and 
each one Ranger has roughly 90 minutes of air to accomplish 
what they need to do. This 90 minutes is based off of a live 
combat scenario, not a resting rate. 


Ranger Lance 


Unggoy Ranger 
Kig-Y ar Ranger 
Sangheili Ranger 


Special Rules: 

e Keep them in 
Line 

e Aimfor the Big 
One 

Unggoy Ranger 

Wargear: 

e —_Unggoy combat 
harness 

e Plasma pistol 

e Plasma 
grenades 

Kig-Yar Ranger 

War gear: 

e —- Point defense 
gauntlet 

e = Kig-Yar 
harness 


e Plasma pistol 


Sangheili Ranger War gear: 


e —_ Ranger harness 
e =>. Stormrifle 
e Plasma grenades 


120 Points 
ws BS ST W!A ld Sv Unit Type Unit Composition 

8 8) ei 2 il wv (rs Jump Infantry 5 Unggoy Rangers 

38 4331417 5+ Jump Infantry 

4 4431418 4+ Jump Infantry 1 Sangheili Ranger 
Options: 
A Ranger Lance may take up to five more Unggoy RangerS...............0......0. ee 8 pts/moael 
Unggoy Rangers may be replaced with Kig-Yar Rangers 5 pts/mode! 
Unggoy Rangers may be replaced with Sangheili Rangers....................0...008 13 pis/model 
Any model may replace their plasma pistols w ith needlers for free. 
Unggoy Rangers may replace their plasma pistols w ith fuel rod guns. 
A Ranger Lance may take an individual breaching carapace........................00.. 3 pts/mode! 
Kig-Y ar Rangers may remove their point defense gauntlets for a discount............... -3 pts/model 


If you remove the point defense gauntlets, Kig-Y ar Rangers may replace their plasma pistols with 
special weapons. 
If you remove the point defense gauntlets, any Kig-Y ar Ranger may replace their plasma pistols 


Withicarbines orstonminiflesscccseece senses cescease cease racene seer eroesenemec ie teaceeearcs 2 pts/model 
Sangheili Rangers may replace their storm rifle with carbines.................:::::c:eee eee free 
Sangheili Rangers may take active camouflage 4 pts/ model 
A Ranger Lance may take a deployment carapace ..............0..00 eee 3 pts 
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Mgalekgolo 
HEAVY 
SUPPORT 


The Lekgolo are w orm-like organisms form the planet Te. 
They were appropriated by the Covenant Empire and 
repurposed into heavy weapons platforms. Each worm 
colony is referred to as a Mgalekgolo and the w orms inside 
grant their colony a name. They are colloquially known as 
“Hunters.” 


Unlike most Covenant races, they do not worship the 
Forerunners. Indeed, now-extinct breeds of Lekgolo used to 
eat Forerunner artifacts. They prefer to follow their own 
cultural traditions. 


Mgalekgolo are given heavy armor, fuel rod weaponry, and 
heavy alloy shields. The armor and shields are made of an 
unknow n alloy and is the same material that Covenant 
starships are made of. 


During the Great Schism, the Mgalekgolo w ere retained by 
both the Loyalists and the Separatists. As a result, the 
Covenant Remnant gained access to Mgalekgolo. 


Lekgolo worms can and do create colonies larger than 
Mgalekgolo to serve their masters. Mgalekgolo in the 
Covenant Remnant use fuel rod assault cannons of either 
beam or projectile varieties depending upon who employs 
them. 


Em pathic Bond: When there is only one model left in this 
unit, said model gains the Furious Charge, Feel No Pain, 
and Rage Special Rules. lt may also make tw o shooting 
attacks per turn. 


Assault Cannon: The assault cannon may use the profile of 
the fuel rod gun, fuel rod cannon, and fuel rod storm. 

Choose which as the beginning of a Mgalekgolo’s shooting 
attack. 


Seismic Sight: Mgalekgolo are immune to Blind. If a 
Mgalekgolo w ere to be forced to fire snapshots for any 
reason other than overwatch or firing upon a Flying unit, they 
ignore that effect. (ex. Psychic pavers, wargear, etc.) 


Mgalekgolo Bonded Pair 160 Points 
WS BS ST WIA Ld Sv Unit Type Unit Composition 
Mgalekgolo 4 3 65332 9 3+ Infantry 2 Mgalekgolo 
Wargear: 
e Mgalekgolo Options: 
armor 
3 essai ¢ A Mgalekgolo pair may take a deployment carapace.......suesesesseetecsueeeeeteneeeeeeees 35 pts 
Cannon e This unit may take a Phantomas a Dedicated Transport. 
e  Mgalekgolo 
shield 
Special Rules: 
e Empathic Bond 
e =. Fearless 
e ~—— Relentless 
e = Smash 
e = Very Bulky 


dpe 


Wraiths 


The Covenant Remnant makes extensive use of the Type 26 Assault Gun Carriage, known as the Wrath, when they need to bring 
heavy firepower to ground-based engagements. Its primary purpose is as asiege weapon, but acts as a tank analogue since there 
is no “true” tank in the Covenant or Covenant Remnant. It requires only asingle operator to both drive and operate the gun of the 
vehicle, but there is a plasma turret on the front of the vehicle to counter nearby infantry. The Wraith employs the highly dangerous 


heavy plasma mortar. In truth, the Wraith is more of aself-propelled gun than a vehicle. Wraiths are slow-moving, but can briefly 
boost their speed with their fin thrusters. 


Wraith 100 Points 
r--Armor-- 
BS F S R HP Unit Type Unit Composition Page 
Wraith 3 12 ii 10 3 Vehicle (Tank, Skimmer, Heavy) 1 Wraith 23 
War gear: Options: 
Plas ma mortar 
Plasma cannon e May include up to one more model in the unit................ceeceeeeeneeeeeee eee 85 pts 
e May take the anti-air targeting gear. 
e May replace the plasma mortar with a twin-linked fuel rod cannon............ 10 pts/mode! 
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Jul ‘Mdama 
HQ 


Jul ‘Mdama is the leader of the Covenant Remnant and currently 
Kaidon Thel ‘Vadam's greatest enemy. He was once a Shipmaster 
for the Covenant Empire and after the Great Schism returned to 
Sanghelios and his wife Raia to contemplate how his planet would 
be govermed without the Prophets to guide them. 


He came to the conclusion that Thel ‘Vadam must be overthrown so 
that the Sangheili w ould not become allies w ith Humanity. During 
his stay on Sanghelios, ‘Mdama allied himself with religious leader 
Avu Med ‘Telcam and his organization the Servants of the Abiding 
Truth. ‘Telcam w as racist against Humans like ‘Mdama, but w as 
willing to forge deals w ith Humans out of necessity for weapons. 
Shortly after this dealing, ‘Mdama w as taken prisoner by the UNSC 
organization the Office of Naval Intelligence (ONI) during the 
confusion of a Jiralhanae uprising. 


He was taken to the UNSC base Trevelyan and held prisoner, 
having dietary experiments performed on him in betw een 
interrogations. He then manipulated the Huragok Prone To Drift into 
declassifying the existence and location of the Forerunner known as 
the Didact, then threatened the Huragokwith destroying Forerunner 
constructs if hewas notfreed and given asylum somew here. Prone 
To Drift complied and freed ‘Mdama. Jul escaped Trevelyan and 
traveled via Forerunner portal to the Sangheili colony Hesduros. 
This planet did not receiveword of the truce with the UNSC, and 
thus made potential allies for him. He made contact w ith his Keep 
and learned of the death of Raia and Forze, his wife and his friend 
at the hands of Thel ‘Vadarr's forces. 


Jul ‘Mdama 70 Points 
ws BS ST W1A Ld Sv Unit Type Unit Composition 
Jul ‘Mdama 5 5 43 343 10 4+ Infantry (Character) 1 (Unique) 
Wargear: Options: 
e Storm zealot 
harness e Jul ‘Mdama may take an individual breaching carapace............. 3 pis 
bg ae e —_ Jul ‘Mdama may replace his storm rifle with a special weapon, power weapon, or Variant 


e = Stormrifle weapon. 


e Energy sword 


Special Rules: 

Fearless 

Hand of the Didact 
Hatred (Humans) 
Independent Character 
Master of the Field 
Preferred Enemy 
(Humans) 


Warlord Trait: 
e Hand of the Didact 


Hand of the Didact: This model has the Warlord Trait “Hand of the Didact” incorporated into his profile; f you choose to use this 
model in your army, he must be your Warlord. If you use this model in your army, your army is Battle Brothers w ith Codex 
(Sentinels). 
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HQ 


Since the dissolution of the Covenant Empire, all the former 
member races became splintered in their governance. The 
Jiralhanae seem to have suffered theworst of it, but the most 
noticeable effect is upon the Sangheili. Significant portions of 
the Sangheili race disagree with Thel ‘Vadam and his alliance 
with the UNSC, casting off his authority and claiming to be the 
rightful leader and creating a new Covenant under themse\Vves. 
An early such leader is the Sangheili Zealot Merg Vol. 


He created and led his ovn Covenant against humanity at Draethus 
V. He found a Forerunner superweapon disguised as the moon X50. 
His assault was so successful at first that the UNSC Infinity and the 
Spartan IVs had to be deployed against them. He eventually lost, 
but his legacy of challenging Human forces remains. 


Merg Vol is heavily armed. He holds plasma grenades, a pstol, two 
energy swords, active camouflage, afuel rod gun, a hardlight shield, 
and a hologram generator capable of creating three holograms 
instead of the usual one. 


Merg Vol 135 Points 
ws BS ST WIA Ld Sv Unit Type Unit Composition 
Merg Vol 6 4 43 344 10 4 Infantry (Character) 1 (Unique) 
Wargear: Options: 
e Enhanced 
nace e __Merg Vol may take an individual breaching carapace............. 3 pts 
v ne ae e _Merg Vol may replace his plasma pistol w ith a special weapon or power weapon. 
Plas ma pistol 


2 energy swords 
Advanced hologram 
Hardlight Shield 
Active Camouflage 


Special Rules: 

e = Fearless 

Hatred (Humans) 
Independent Character 
Limited Pow er 
Preferred Enemy 
(Humans) 


Warlord Trait: 
e With Extreme Prejudice ‘If Merg Vol is in your army, Jul ‘Mdamamay not be in your army 


Limited Power: Merg Vol may only use one armor ability per turn. It must be declared at the beginning of each game turn. Active 
camouflage (pg. 29) counts as an armor ability on Merg Vol. 


These following pieces of wargear are in fact either Forerunner artifacts or augmented by said artifacts, providing “proof’ to Merg 
Vol’s followers that he is the true heir of the Forerunners’ legacy. 


Advanced Hologram: Any shooting attack made against this model is resolved at one quarter its ballistic skill, rounding dow n. This 
is an armor ability. 


Enhanced Harness: This harness confers a 4+ armour save and a 3+ invulnerable save. 


Hardlight Shield: If you roll a 6 on invulnerable saves against shooting attacks for this model, one enemy unit within 12” is hit with 
the shooting attack this model had to save against. This is an armor ability. 
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Covenant Remnant Arsenal 


This section of Codex: Covenant Remnant lists the weapons andequipment used by the warriors of the Covenant 
Remnant, along with the rules for using them in your games of Warhammer 40,000. Equipment that is unique to an 
individual unit is detailed in the appropriate entry in the Forces of the Covenant Remnant section (pages 10 to 25), while 
weapons and equipment used by all the other types of units are detailed here. 


Weapons 


Profiles for the ranged weapons in this section are 
also listed in the reference section (pg. 54). The full 


rules for haywire grenades can be found in the 
Warhammer 40,000 rulebook. 


Fuel Rod Weapons 


This series of Covenant weapons uses fuel rods and with 
the exception of the carbine, are anti-vehicle weapons. 


Plasma Grenades 


Plasma grenades are a tried and true Covenant weapon. 
Their unique ability to stick to surfaces is invaluable. 


Name Range S$ AP T Name Range S AP T 
Carbine 30” 4 6 Rapid Fire Plasma Grenade Melee 4 4 Hayw ire, 
Fuel Rod Cannon 48” 8 2 Heavy 1, melta Rending 
Fuel Rod Gun 36” i 4 Heavy 1, Blast 

Fuel Rod Storm 36” 5 5 Assault 4 


Needle Weapons Energy Sword 


Needle weapons use a special crystal called “blamite,” which 
is highly volatile and explosive. 


Energy swords are a pair of plasmabeams directed 
by a magnetc field. They have the interesting ability 


to block bullets. 
Name Range _ S AP T 
Name Range S AP T 
Needler 18” 3 = Assault 2, 
Rending, Energy Sw ord Melee _—_ User 3 Melee, Lunge 
Tw in-Linked 
Plasma Weapons Lunge: The Energy Sword is AP 2 when charging. 


These weapons shoot superheated plasma at targets. They 
are well-known for cutting through armor and shields alike. 


Name Range __S AP T 
*A weaponw ith a Charged profile can only use its charged 
Beam Rifle 36” X 4 Heavy 1, profile once per game. 
Sniper 
Concussion Rifle 18” 4 6 Assault 1, Blast, 
Concussive 
Storm Rifle 18” 
Standard 3 6 Assault 2 
Charged* 3 6 Assault 3 
Plas ma Cannon 36” 5 5 Heavy 3 
Plas ma Caster 24” 4 4 Assault 3 
5 3 Assault 1, Rending, Blast 
Heavy Plasma 36” 6 4 Heavy 3 
Plas ma Mortar 48” 8 2 Ordnance 1, Barrage, Large Blast 
Plas ma Pistol 2” Pistol, twin-linked 
Standard 3 - 
Charged* 4 5 Hayw ire 
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Armor 


Kig- Yar Harness 


Kig- Yar wear light armor without energy shielding 
but carry point defense gauntlets to make up for it. 


The Kig-Yar harness confers a 5+ armour save. 


Mgalekgolo Armor 


Mgalekgolo wear a specialized armor that can withstand 
tremendous punishment. 


Mgalekgolo armor confers a 3+ armour save. 


Point Defense Gauntlet 


Most Kig- Yar carry one of these in order to protect 
themselves while inbaitle. 


The point defense gauntlet confers a 4+ cover save. 

For every attack against a unit with this wargear beyond the first, 
the save is worsened by 1 (5+, 6+) until it is gone completely. This 
resets at the beginning of your next turn. 

Storm Harnesses 


Sangheili are the only members of the Covenant Remnant that 
are allotted energy shields in their harnesses. 


A storm harness confers a5+ armour save and a 6+ 
invulnerable save. 


A veteran harness confers a 4+ armour save and a5+ 
invulnerable save. 


A zealot harness confers a 4+ armour save anda 3+ 
invulnerable save. 
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Ranger Harness 


Rangers are meant for EVA operations 
And are used sparingly otherwse. 


The Ranger Harness confers a 4+ armour save anda 
6+ invulnerable save. They are Void-Hardened. 


Mgalekgolo Shield 


These shields are made of anunknown alloy that is also 
used in Covenant starships. 


Mgalekgolo shields allow failed armour saves to be re-rolled. 
tt also allows the wielder to roll armour saves against AP3 
weapons. 


Heavy Defense Gauntlet 


A heavier version of the point defense gauntlet, this can 
withstand more damage than its smaller cousin. 


The heavy defense gauntlet confers a 3+ cover save. 

For every attack against a unit with this wargear beyond the 
first, the save is worsened by 1 until it is gone completely. 
This resets at the beginning of your next turn. 

Unggoy Combat Harness 


Unggoy are given near-useless combat harnesses, 
just like the Unggoy that wear them. 


An Unggoy combat harness confers a6+ armour save. 


Ghost 


Ghosts are more than just a means of transportation, they 
are able to protect their users trom harm. 


A Ghost confers a 4+ armour save and 6 a Jetbike. 


Variant Weapons 


Light of Urs 
This fuel rod gun shoots faster and stronger bolts than usual. 
Name Range _ S AP T 


Light of Urs 54” 8 4 


Ravening Sliver 


‘Mdama’s personal energy sword. It is lightweight and easy to swing. 


Name Range S$ AP T 


Ravening Sliver Melee __— User 3 


Heavy 1, blast 


Melee, Lunge, 


Ravening Sliver 


Spitfire 
Spitfire is a plasma pistol that doesn't overheat. 
Name Range S AP T 


Spitfire 12” 4 5 Pistol, 
Hayw re, Tw in-linked 


Sword of the Faithful 


This beam rifle once belonged to Lod Mron’s bodyguard. 


Name Range SAP Type 
Sw ord of the Faithful 36” X 4 Rapid Fire, 
Sniper 


Ravening Sliver: The user of this weapon makes attacks at +1 initiative. 


Talon of the Lost 


Carefully crafted blamite needles can embed themselves even in 


Mgalekgolo’s armor. 
Name Range _ S AP T 


Talon of the Lost 18” 4 6 Assault 2, 
Twin-linked, Rending (5+) 
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White Scar 


This plasma caster fires superhot blamite. 


Name Range S AP T 
White Scar 24” 4 4 Assault 3, 
Rending 
5 3 Assault 1, 


Rending (5+), Blast 
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Equipment and Vehicle Gear 


Active Camouflage 


The only armor ability the Covenant Remnant uses is 
the ever-useful active camouflage module. It bends light 
around the user to create the illusion of invisibility. 


A model w ith active camouflage has the stealth, 
shrouding, and infiltrate special rules. 


Deployment Carapace 


Larger than most Covenant drop pods, the type-54 mass 
deployment carapace is alarge drop pod meant to be 
deployed from capital ships under heavy fire. 


A unit using a deployment carapace is a deep strike unit in 
reserve. When deep striking into a place that would cause a 
mishap, move the unit the minimum safe distance in the 
direction the hit die is pointing (arrow or small arrow) until 
the unit may safely enter. 
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Anti- Air Targeting 


Some Wraiths come with targeting systems that make 
fighting aircraft easier. 


A vehicle with this gear has the Skyfire special rule. 


Individual Breaching Carapace 


The type-51 individual breaching carapace is asmall 
drop pod for high altitude deployment. 


Any unit using an individual breaching carapace is a deep 
strike unit in reserve. If there is a mishap and the unit were 
to die, simply remove the deepstriking models that caused 
the mishap instead of the whole unit with the rest of the unit 
entering as a normal deep strike entry where you originally 
intended them to enter. 


The Hand of the Didact 


The follow ing army list enables you to field a Covenant Remnant army and fight battles using the missions included in the 


Warhammer 40,000 rulebook. 


USING THE ARMY LIST 

The Covenant Remnant army list is split into six sections: 

HQ, troops, elites, fast attack, and heavy support. 

All of the squads, vehicles, and characters in the army are 
placed into one of these categories based upon their role 

on the battlefield. Each model is also given a points value, 
which varies depending on how effective that model is in battle. 


Unggoy Storm Lance 1 


Before you choose your army, youw ill need to agree 

with your opponent upon the type of game you are going 
to play and the points limit you both may spend. Then you 
can build your army follow ing the guidelines set forth by the 
Warhammer 40,000 rulebook. 


1 36 Points 


WS BS ST W!A Ld Sv 3 Unit Type 4 Unit Composition 
2 Unggoy Storm 2 2 PS 121 8 Be Infantry 12 Unggoy Storms 
Unggoy Heavy 2 8 Be i 2 iis ore Infantry 
Unggoy Imperial 2 8 2S 22 0 Ce Infantry 
5 Wargear: 7Options: 
e — Unggoy 
Combat e May include up to twelve additional Unggoy Storms............-.:::ceeeeeeenees 3 pts/moael 
Harness e Any model may exchange their plasma pistol for a Needler Free 
e Plasma pistol e One model may be upgraded to an Unggoy Imperial.................:0::ee 7 pts 
e Plasma e Up to five models may be upgraded to Unggoy Heavies 10 pts/model 
grenades e — Unggoy Heavies may each take one Power weapon. 
e This unit may include a Sangheili Storm model 12 pts 
e The unit may take a Phantom as a Dedicated Transport. 
6 Special Rules: 
e __ Aimfor the Big 
One 


e Keep them in Line 
e Suicide Bombers 


Each unit entry in the Covenant Remnant army list contains 
the follow ing information: 


1 Unit Name: At the start of each unit profile you will find the name 
of the unit as well as its points cost wthout any upgrades. 


2 Unit Profile: This section shows the profile of any and all models 
the unit can include, including upgrades. 


3 Unit Type: This indicates what unit type rules to use inthe 
Warhammer 40,000 rulebook. For example, a unit may be classed 
as intantry, Cavalry, or vehicle, which will subject it to a number of 
rules regarding movement, shooting, assaults, etc. 


4 Unit Composition: When relevant, this section will show the 
number and type of models that make up the basic unit, before 
upgrades. If the unit composition includes the word “Unique,” then 
only one may be taken per army. 


5 Wargear: This section details the weapons and equipment the 
models in the unit are armed wth. The cost for all these models 
and their equipment is included in the points cost next to the unit 
name. 
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6 Special Rules: Any special rules that apply to the models 
in the unit are listed here. The rules are either explained in 
this Codex or the Warhammer 40,000 rulebook. 


7 Options: This section lists all yogrades you may add to 
the unit if you desire, alongside the points cost per weapon 
per mode. “Pts” means points and “pts/model” means points 
per model. 


Dedicated Transport: Where applicable, this option lists 
any Transports the unit may take. They have their own army 
list entries, and do not use up Force Organization slots, but 
otherwise act as separate units. The Transports section of 
the Warhammer 40,000 rulebook explains how Dedicated 
Transports work. 


Warlord Traits: Sometimes an entry will have a specific 
Waniord Trait, in which case it will be listed here inits 
army list entry. 


Unique War gear: Some entries have unique Wargear, 
listed here. These are either already included in the unit's 
points cost or givenits own points value for purchase. 


Foes and Conflicts 


In a galaxy where the Covenant Empire is gone and 
thousands of splinter groups are fighting one another 
while Humanity’s empire is only getting stronger, the 
presence of full war is surprisingly absent. Even so, 
armed conflict is as much areality as ever. Listed 
below are the factions the Covenant Remnant fights or 
has fought as the Covenant Empire and justifications 
for doing so now. 


Brute s: 


Brutes are a belligerent and violent race. Simply being 
there is justification enough to be attacked by them. 


The Brutes are attempting to either appropriate or destroy 
a Foreruner or Precursor artifact. 


Sangheili: 


The Sangheili are largely Human sympathizers. This must not 
be allow ed to continue. 


The factions arefighting over arelic, temple, or territory. 


The Sangheili are attempting to liberate the client races of the 
Covenant Remnant. 


Flood: 


They are a blight upon the galaxy, surpassing even Humans in 
their horrific nature. 


Insurrection: 

They’re Humans. 

A band of raiders is attacking a supply ship. 
Anti-UNSC and anti-Sangheili plans have gone awry. 
Sentinels: 

The Sentinels are attacking intruders. 


The Sentinels only allow Reclaimers and Forerunners in the 
facility. 
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UNS C: 
They’re Humans. 


The UNSC are attempting to appropriate a Forerunner 
artifact for their own w sted purposes. 


Covenant Remnant 
Wargear List 


These lists detail the point values of various items of wargear available to units in your army. Many unit entries in the army 
list that follows may include wargear options from one or more of these lists - in each instance, the army list entry will tell 


you (in bold) exactly which of these lists youmay use. 


Standard Issue Weapons...........c::e:ceeeeeeeee Page 26 Special Weapons. .......ccccccceeseeeeeeeeeeeeeeeeeeneeees Page 26 
-Carbine -Beam Rifle 10 pts 
-Needler -Concussion Rifle................:0.0 5 pts 
-Plasma Pistol - Plasma Caster 10 pts 
-Storm Rifle 
POWEP WE@PONSG........cceceeeeeeeeeeeeeeaeeeeeeneenes Page 26 EqQuipmenitssc.2.-20ccch..2 Aeces cess seevecrcerasseueyeueess Page 30 
-Fuel Rod Gun 12 pts -Active Camouflage 4/6 pts/mode!* 
sPlasmaiGamnonieesnecesscctce care cruseuseeseecertens 14 pts —_-AnttAir Targeting.................0.0 7 pts 
Othe nicsee hoses sce secree see suvsuecesuure sesneusersevetece Page 26 Variant Weapons” ..............::::008 Page 28 
-Energy Sword 15 pts _—_-Light of Urs 15 pts 
-Deployment Carapace.............cececeeeeeeeeeeeee 35 pts __-Ravening Sliver 18 pts 
-Individual Breaching Carapace 3 pts/mode! _ -Spitfire 3 pts 
-Sword of the Faithful 11 pts 
*If the unit taking the active camouflage already has the -Talon of the Lost 3 pts 
Infiltrate special rule, the equipment costs four points -White Scar 12 pts 


instead of 6, which is for units without the Infiltrate special 
rule. 


“Only one of each Variantweapon may be taken per army. 
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Apocalypse 
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wenn nnnnnnnnnnn== ALM Of --=--="-=--=-- === 

r “T 

= F Ss R i 
Lich 3 13 12 12 40 


The Type-56 Lich is the single largest deployment 
vehicle short of full-fledged starships that the Covenant 


possessed, and this holds true for the Covenant Peete Primary 

Remnant. Essentially a flying Scarab in function, Liches Weapon 2, 
: ! : : : Plasma 

are also equipped with aslipspace drive for in-system 

jumps. The Covenant Remnant uses them sparingly due Wargear: Plasma autocannon, four sponson-mounted 

to their limited resources, but having one on the battlefield heavy plasma cannons, gravity lift 

is aw ays a game-changer. Gravity lift: Any infantry type may deploy from the Lich. 


This game-changing nature comes from its horrifying effectiveness. Whenever it is deployed, opposing ground forces are almost 

al ays completely eliminated (w ith air forces faring similarly), resulting in little being know n to non-Convenant-related forces, making 
it difficult to pinpoint weaknesses on it. This weakness comes from its partially exposed power core on the rear and under of the 
craft. The craft’s major claim to fame is its deployment on Requiem. One of the Liches there managed to damage the Mini- MAC on 
a UNSC Mammoth, eventually being destroyed by a team of Spartan-IVs led by The Demon himself. Something requiring that level 
of force to neutralize has more than earned whatever respect it gets from Covenant soldiers. The Lich’s primary weapon has a low 
rate of fire. As a result, it is primarily used as mobile cover for forces deployed beneath it. 


Unit Type: Super-heavy Flyer (Hover, Transport) Transport: 

Points Cost: 1600 points. Transport capacity: 40 models. 

Access points: All sides. Hovering Behemoth: 

Fire points: 5 on left, 5 on right. Units shooting at the Lich may fire with their full Ballistic Skill. 
Otherwise they are still shooting at a Flyer. Haywire and 

Options: May take a searchlight for free. non-Witchfire psychic powers are ineffective, and must 


attempt to damage Liches normally. 


Plasma: This removes D8 void shields/power fields per hit. 
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Harvesters 


The Type-58 Harvester deployed on Requiemw as the first of 
its kind and the sole property (thus far) of the Covenant 
Remnant as led by Jul ‘Mdama. It was constructed for the 
purpose of drilling through rock and metal to get to Forerunner 
artifacts easier. 


Harvesters are called Sbalekgolo by the Covenant Remnant, 
and are made of the same Lekgolo w orms as Mgalekgolo. 
Much like the Scarab, it is a large walking unit (albeit 
hexapodal as opposed to a Scarab’s tetrapodal locomotion), 
armed w ith a plasma drill for utility and self-defense. It uses the 
same pow er core as a Lich. 


The use of Harvesters has revealed glaring weaknesses in the 
Covenant Remnant. First and foremost, when it was damaged 
in a skirmish w ith UNSC Spartan personnel it w as rendered 
immobile and the Covenant had to capture humans to repair it. 
While the UNSC knew of the Covenant Remnant’s lack of 
engineering personnel, itwas largely assumed they had at 
least afew Huragok to repair vital assets such as Harvesters. 


The Harvester serves a purpose beyond excavation and heavy 
support. It also gave Jul ‘Mdama an asset that humans for a 
time did not know how to uniquely react to like Scarabs. 
Another thing that separates it from the Scarab line is its size. 
The Type-47 V2 Scarab is just under 20 meters high. The 
Type-58 Harvester is estimated to be an average of 152.65 
meters tall, with a resting height of 133.8 meters. 


Harvesters are not transport units like Scarabs, but they do 
have acompliment of security personnel inside and outside of 
it to keep out intruders. For good reason, it is significantly 
easier to neutralize the Harvester from inside rather than 
externally damaging it. 


cnceenseensennnen AIM OF ===---------===== 
r al 
ws BS §& F S R I HP 
Harvester 4 3 D 14 14 13 2 4 45 
Point Cost: 2400 points. Unit Type: Superheavy Walker. 
Wargear: Harvester beam, Searchlight (optional). Special Rules: It Will Not Die, Superheavy Vehicle. 


2 ee 
Harvester Beam 
Primary Weapon 1, 15” Blast, Harvester 


Harvester: A successful hit roll froma Harvester beam multiplies into d6 hits. When shooting buildings and fortifications, re-roll 1s 
on the destroyer damage chart. 


Towering Monstrosity (Harvester): The Harvester cannot fire upon units closer than 36” unless they are Monstrous Creatures, 
Flying Monstrous Creatures, Gargantuan Creatures, Flyers, or Super-heavy vehicles. This unit cannot be locked in assault. Infantry, 
Bikes of any variety, Walkers, and Flying/Monstrous Creatures only hit in assault on a 6. Super-heavy Walkers and Gargantuan 
Creatures only hit on a 5 or 6 in assault. Harvesters do not qualify as vehicles for the purposes of Haywire, and any non-Witchfire 
psychic powers are ineffective and must damage it normally. 
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One of the newest pieces of weaponry the Covenant 
Remnant employs is the Type-55 variation of the Antitarget 
stationary gun, or the Shade as it’s colloquially known. Like 
the Lich and the Phantom that the Covenant employs, this 
variation of the Shade is produced by Achoem Weapons. 


The benefits of this variation of Shade over its predecessors 
are its turning speed ss greatly improved and its firing rate is 
considerably higher. It has a 45-degree vertical firing arc in 
order to counter aircraft. 


The Shade employs a rapidly firing superheated plasma 
gun, able to take down infantry and light vehicles alike. 


Point Cost: 20 points. 
Unit Type: Artillery, Immobile. 


Wargear: Medium plasma cannon (pg. 26). 


nnn nnn nnnnnnnnn= ALM O [anna naan nnn 
r al i 
BS F S R Hull Points 
Shade User 10 10 10 1 
Options: 
e May take up to Wo more Shades.............ccecceeeeeeeeeeeaee eee eeeereeeeeeeenes 20 pts/mode! 
e May exchange its medium plasma cannon for a fuel rod gun 5 pts/mode! 
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Plasma Turrets 


While not seeing extensive use during the Human-Covenant War, plasma turrets are acommon sight in Keeps, Citadels, and other 

places that Covenant forces expect to be staying infor a long time. The heavy plasma turret is a modular piece of defense that can 

be outfitted against infantry, vehicle, and aircraft as needed. The Covenant Remnant only appears to have access to the heaviest of 
the three weight classes of the heavy plasma turret, which is a good problem to have. 


Point Cost: 55 points. Unit Type: Automated Artillery, Immobile. 


Wargear: Heavy plasma cannon (pg. 26). 


lnsaaainaiaeimnmannasa AIM OF -=====--=---==-== >| - 
Beseyipisina BS F S R Hull Points 
Turret 2 11 11 11 3 
Options: 
e May take up to two more plasma turrets.........0....c:ceeeeeeeeseeeeee trees sense 35 pts/mode! 
e ~—— May take anti-air targeting. 
e May replace the heavy plasma cannonwith a fuel rod cannon......... 7 pts/model 
e May replace the heavy plasma cannonwith a plasma mortar........... 10 pts/mode! 
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Seraphs 


FAST 
ATTACK 


The Type-31 Seraph is a teardrop-shaped starfighter known for wreaking havoc to human spacecraft through a combination of its 
energy shielding and high-energy plasma w eaponry. It is a sturdy craft capable of flying through hurricanes on gas giant planets and 
still agile enough to keep pace w ith Longsword craft. Due to the vastness of space and its capacity to “power down” to slip past 
sensors, Seraphs are a rare sight from human perspectives. Seraphs are armed with heavy plasma cannons, puke lasers, and 
plasma charges, all of which make strafing runs a deadly encounter for the party being attacked. Only recently have the UNSC been 
able to effectively counter Seraphs in a similar w eight class w ith their new strike fighters. 


wecnnneennnnenn== AIM Of ===""=="2"0=="""= 
r 7 id Shi 
BS F S R HP Void Shields 

Seraph 3 11 11 10 4 2 
Point Cost: 220 points. Unit Type: Vehicle (Flyer). 
Special Rules: Supersonic, Strafing Run. Wargear: Heavy plasma cannon (pg. 26), plasma charge, 

pulse laser. 
Options: 
e May take up to Wo more Seraphs............ cece eee eee eeeee eee eneee een eeees 220 pis/model 


es ace ee 
harge 


Heavy 1, Bomb, 
7” Blast 
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| Tyrants 


One of the most oft-used artillery pieces the Covenant and post-Covenant militaries use is the Type-38 Tyrant. It is significantly 
heavier and more difficult to transport than the Mantis but its higher damage output is considered a fair tradeoff. The Tyrant s not 
only an artillery piece; it is also a fortification unto itself with multiple levels and cover for the troops stationed there. The Tyrant s 
pow ered by a pinch fusion reactor that gives it unlimited ammunition. The cost of this is that if the reactor core s destroy ed, the 
artillery will explode. 


Composition: 1 main strongpoint. Point Cost: 110 points 
Access Points/Fire Points: As per model. Terrain Type: Large Building (AV 14). 
Special Rules: Massive Fortification. Weapons: Tyrant gun. 


[_s_ AP] Rane [eS 
Tyrant Gun 


Fully Automated: The Tyrant Gun can only fire using Automated Fire. 


Power Core: If an enemy unit captures the Tyrant, it is destroyed. 


Krakens 


Jul ‘Mdama’s desperation after the Requiem campaign led Although itwas destroyed by a single Human, it stood up 
to the development of this monstrosity. He harassed his Huragok to massed fire from Human, Covenant, and Forerunner 

for weeks until they finally agreed to construct 10 Class-6 Excavation weaponry all at once without suffering damage. Jul ‘Mdama 
platforms, which the Humans call the Kraken. Itis massive, considers the Kraken a success, but it is so difficult to make 
a giant tripod capable of hovering and designed to drill to the mantle | and takes so long to construct that it has been deemed 

of planets in search of Forerunner technology. They were rumored impractical as acombat platform, and are thus kept away 


early in the war with Humanity, but no survivors to vouch. from battlefields if possible. 
wanennnennnnnen== ALM Ol ==-""0=="""=="""= 
Lr a 
ws BS Ss F Ss R I A HP 
Kraken 4 2 D 15 15 15 2 3 50 
Point Cost: 2500 points. Unit Type: Super-heavy Walker (Skimmer, Transport). 
Wargear: Twelve Shades, Searchlight (optional). Special Rules: It Will Not Die, Super-heavy Vehicle. 


Titan Close-Combat Weapon, six Banshees. 

Trans port Capacity: 260 models and 6 Banshees. Fire Points: 30 around a 360-degree radius. 

Towering Monstrosity (Kraken): This unit is immune to Haywire, non-Witchfire psychic powers, and melee attacks from infantry 
and bikes. Monstrous Creatures, Gargantuan Creatures, and Super-heavy vehicles of any variety may only hit a Kraken on a 5+. 
Krakens may not be locked in combat. Krakens cannotfire upon units closer than 24” away unless they are Monstrous or 


Gargantuan Creatures, Super-heavy Vehicles, or Flyers of any variety. 


The Kraken makes one Stomp attack per attack in its profile (See Super-heavy Walker rules). Said Stomp attacks use the Large 
Blast template instead of the Blast template to Stomp. 


Should the Kraken ever suffer an Immobilized or Drive Damaged vehicle damage result, it loses the Skimmer rule instead. 
Reinforced Structure: The Kraken benefits froma 5+ invulnerable save. 


Reactor Core: If an enemy Infantry unit deep-strikes or disembarks from a Flying Transport unit onto a Kraken -while the Kraken is 
not transporting infantry- the Kraken is automatically destroyed with a Burning Hulk result. 
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Remnant Column 


The Remnant Column Detachment allows you to represent the typical structure of a Covenant Remnant force 
on the Warhammer 40,000 battlefield. Whether you wish to purge the nonbelievers, appropriate Forerunner 
technology, purge the Hood and the Humans from the galaxy, the Remnant Column is an interesting way to 
field a Covenant Remnant army. 


) 
RESTRICTIONS: Kings of Tremendous Majesty 


This detachment must include a number of Core choices, 1 Sangheili Commander ' 
Command choices, and Auxiliary choices that fall within the 
requirements and limitations listed below. All units in the 1 Sangheili Zealot 
detachment must have the Covenant Remnant faction. 


0-1 Sangheili Warrior 


COM MANE BENEELTS: 0-1 Sangheili Storm units 


Breath of Annihilation: All Core choice units have the 


SITE IES NTL Artifact Retrieval Team 


Song of Retribution: If your Warlord is part of this 
Detachment, you may re-roll the Warlord trait from the 
Covenant Remnant table if itis not set. 1-7 Sangheili Acolytes 


1-2 Sangheili Zealots ' 


Taking Our Due: If any objective in your deployment zone 
is not held at the end of the game, you win its associated 


victory point. 


Unstoppable Advance: All Run actions are automatically 
6” and Sangheili units gain the Furious Charge special rule. ° 2+ Sangheili Storm lances* 


Pilgrimage Formation 


Sanctus Formation 
Silent Blade 


1-3 Ranger Lances 
1 Sangheili Zealot 
0-2 Wraith units 
0-2 Sangheili Storm units 
0-2 Phantoms 


Tide of Bodies 


6+ Unggoy lances* 


Core Auxiliary Command 
2+ 1-3 1-2 "This may be replaced with Jul ‘Mdama. 


*These units mustbe fully reinforced. 
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Day of Wrath Mass for the Dead 


1-3 Mgalekgolo bonded pairs 1-4 Kig-Yar lances 


0-2 Harvesters 0-3 Ghost Lances 


The Weeping 


1 Phantom 


2 Banshee units 


Artifact Retrieval Team 


Like anyone else, the Covenant Remnant are on the get it. Retrieval teams in the Covenant Remnant all 
lookout for Forerunner technology. They'll look are formed of high-ranking Sangheili to ensure the 
anywhere, sacrifice anyone, and face anything to artifacts are retrieved. 


Composition: 
e §=61-2 Zealots (One Zealot may be replaced with Jul ‘Mdama or Merg Vol) 
e 1-7 Acolytes 
Restrictions: Any Independent Character may not leave the unit. 
Command Benefits: 
Take at all Costs: All models in this formation within 12” of an Objective have the Feel no Pain special rule. 


Nishum: This Formation gains the Relentless, Crusader, and Preferred Enemy (Humans) special rules. 


Day of Wrath 


Composition: 
2-6 Mgalekgolo bonded pairs 0-2 Harvesters 
Command Benefits: 


Lekgolo Bond-Swarm: If one unit in the formation successfully hits a target in the shooting phase, all 
further shooting attacks from units in this formation are twin-linked for the rest of the turn. 
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Kings of Tremendous Majesty 


Composition: 1 Sangheili Commander ' 1 Sangheili Zealot 
0-1 Sangheili Warrior 0-1 Sangheili Storm units 
Command Benefits: 


Strength of Hesduros: Units in the Formation have and confer the ability to re-roll 1s to wound in close 


combat. 


Weight of Faith: Rolls of 1 for invulnerable saves for the formation may be re-rolled. 


'This may be replaced with Jul ‘Mdama or Merg Vol. 


Mass for the Dead 


Composition: 2-4 Kig-Yar lances 0-3 Ghost Lances 
Command Benefits: 


Lure Them In: To-hit rolls by Kig-Yar lances in the formation may be re-rolled if the target is within 6” ofa 
Ghost lance in the formation. 


Root Them Out: Enemy cover saves are worsened by 1 when shot at by units in this formation and 
precision shots ignore cover entirely. 


Pilgrimage 


All members of the Covenant Remnant pilgrimage to Requiem (even its empty location in space) to become more 
connected to the Forerunners. The ones that served there found it tainted with Human presence and robotic 
monstrosities. 

Composition: 2 or more fully reinforced Sangheili Storm units 


Restrictions: All Sangheili Storm models must be equipped with energy swords and be fully reinforced. 


Command Benefits: All units in the formation gain the Fleet, Crusader, and And They Shall Know No Fear special 
rules. 
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Sanctus 


Composition: 2-3 Ranger Lances 1-2 Wraith units 0-2 Phantoms 
Command Benefits: 


Cleanse this Land: All plasma weapons in this formation have the melta special rule. 


Tide of Bodies 


As ever, the Unggoy reproduce too quickly for their own good. To compound matters, the Remnant does not have the 
ability to regulate their numbers with medicine or poisoned food. ‘Mdama decided the answer to the problem was to 
send wave after wave of Unggoy to certain doom. This has reduced their population growth to manageable levels. 


Composition: 6 or more fully reinforced Unggoy Lances 
Restrictions: No Sangheili Storm models or Independent Characters allowed within the Formation. 
Command Benefits: And They Shall Know No Fear 


Endless Horde: At the beginning of your turn, you may place a fully reinforced Unggoy Lance unit in your 
deployment zone for every Unggoy Lance unit destroyed in the past turn. 


The Weeping 


Composition: 1 Phantom 2 Banshee units 
Restrictions: All three units are to operate as a single unit with associated coherency rules. 
Command Benefits: 


Deep Sirike: The unit may deep strike, starting turn 1, and automatically comes in without scattering. 


Terraform Procedure: The unit may forgo shooting and instead shoot a 5” blast within 12” of the Phantom. 
This blast has Strength 6, AP 2, and the melta special rule. This blast marker is persistent and remains wherever it 
falls until the end of the game. 
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Silent Blade 


FORMATION: Command Benefits: 


e 1 Sangheili Zealot Silent Blade: Until such time as when they make an attack, each unit in 


this Formation has a 2+ cover save in open ground. 
e 0-2 Sangheili Storm lances 


RESTRICTIONS: 


The Sangheili Zealots must have seven 
Acolytes. 
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Tactical Objectives 


Codex: Covenant Remnant describes six Tactical Objectives to use in your games that are 
exclusive to Covenant Remnant players and help reflect their xenocidal campaign against 
humanity. 


lf your Warlord has the Covenant Remnant faction, these Tactical Objectives replace the Capture & 
Control Tactical Objectives (numbers 11-16) described in Warhammer 40,000: The Rules. 


lf a Warhammer 40,000 mission has the Tactical Objectives special rule, players use the normal rules for 
using Tactical Objectives with the following exception: when a Covenant Remnant player generates a 
Capture & Control objective (numbers 11, 12, 13, 14, 15, or 16), generate the corresponding Covenant 
Remnant Tactical Objective instead, as shown in the table below. Other Tactical Objectives (numbers 21 - 
66) are generated normally. 


11 


12 


13 


D66 Result 

11 Remove This Filth 

12 Artifact Located 

13 Smite the Demon 

14 Run Them Down 

15 Will of the Didact 

16 Genocide is the Correct Course of Action 
Remove This Filth 
Type: Covenant Remnant 


The enemy are located upon a sacred site. They must be removed or destroyed. 


Score 1 Victory Point at the end of your turn if an enemy unit was forced off an objective by either complete destruction or 
forcing it to flee. If 3 or more units are removed in this way gain 3 Victory Points. 


Artifact Located 


Type: Covenant Remnant 

Station and Salvation both command a heavy price. 

When this Tactical Objective is generated, roll a D6. Score 1 Victory Point at the end of your turn i you control the 
corresponding Objective Marker. If your Warlord contros the corresponding Objective Marker, score D3 Victory Points 
instead. 


Smite the Demon 


Type: Covenant Remnant 
The enemy has brought one of their greatest warriors to the field. Lay them low. 


Score 1 victory point if an enemy Characterwas killed during your turn. Score D3 victory points if your opponents Warlord 
was killed in a challenge during your turn. 
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Run Them Down 
Type: Covenant Remnant 
As opposed to the cowardly humans, Covenant soldiers appreciate glorious melee. 


Gain a Victory Point at the end of your turn if one of your units successfully charges into close combat. If 3 or more units 
do so, gain D3 Victory Points. 


Will of the Didact 

Type: Covenant Remnant 

The Didact wished the Covenant to reclaim his wonders and show his enemies no mercy; or so they've been told. 
Gain a Victory Point at the end of your turn if one of your units successfully passes a Leadership test. 
Genocide is the Correct Course of Action 

Type: Covenant Remnant 

The humans, the parasite, and all who deny the will of the Didact are to be exterminated. 


Gain a Victory Point at the end of your turn if one of your units runs down afleeing enemy unit in a Sweeping Advance. 
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Plasma Pistol 
Standard 
Charged 


Storm Rifle 
Standard 
Charged 


“They’ll be back. They’re like the Flood. 
They expand to fill every available 
space. They devour everything in their 
path. Except they can plan and wait, 
and persuade our more gullible 
brothers with clever argument, which 
makes them even more dangerous.” 
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Author’s Notes 


To the people whose fan-created art | used in this Codex without asking: 


| will put your user name and what website | found your username and image on in the credits section. |am aw are that not asking 
people to use their work is impolite, but | have created a module for a game made by Games Workshop inspired by a science fiction 
franchise owned by Microsoft. Without either of those companies’ permission. While | dislike being rude, your blessing s not very 
high on my list of priorities. 


Well, without much further ado, here comes the Director’s commentary for the Codex and its units. Not all of the units will be 
covered, but the big ones (the ones you probably wanted to see most) will be. 


Update: I've changed a lot of stuff in here. Some of it to bring it more in line with 1d4chan’s now regularly updating Covenant Codex 
page because they thought of stuff | didn’t (Tyrant being the big one) and some just to make it feel more like the Covenant. It’s 
beaten into us that Covenant vehicles/Structures/Ships/etc. are made of paper mache, so I've made them more vulnerable and 
dropped their prices accordingly. Also, | made stuff a /ot cheaper now that I've looked at more recent Codexes like Necrons and 
Astra Militarum. 


Trimmed the document dow n to bring it in line with 7" edition’s layouts. Added in a Decurion detachment. Added in more formations. 
Cleaned up various entries. 
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vehicles, locations, weapons, Soldiers, and Soldier insignia, products, and Illustrations from the Halo universe and 

entertainment series are either ® ™ and/or © Microsoft. This is not a published form of media, and is not 
registered for purchase or for sale. This edition published has not been paid for or soldinany way, andis free to 
the public by download. This is a fan project that is not, inany way, affiliated with, Bones, 343 Industries, Microsoft 
Studios, Microsoft, or Bungie. All rights reserved to their respective owners. No part of this publication may be 
reproduced physically, sold, or redistributed physically, without the prior permission of the publishers or 
respective owners of the used material. 


Copyright © Warhammer 40,000 is owned by Games Workshop. 


Used without permission. No challenge to the status Bungie, Games Workshop, or Microsoft's intellectual property 
is intended and All Rights Reserved to the respective owners. 


This is NOT a Games Workshop, Bungie, or Microsoft product. Nor is it for any sort of monetary gain. 


58 


Image Credits 


All images, unless otherwise noted here, are from official sources such as but not limited to, Bones, Bungie, Dark Horse Comics, 
Ensemble Studios, Games Workshop, and TOR Media Tie-In. Halo-related images found at Halo Nation and Halopedia. Games 
Workshop-related images found on Google images. 


Page 5 image- “Covenant Patrol” by dannybob. Found at Deviantart.com 

Sangheili Zealot- “Halo Hite w ith Energy Sword” by pandemonium. Found at Deviantart.com 
Sangheili Storm- “Sangheili (Part Ten: Final)” by Kodaic. Found at Deviantart.com 
Unggoy Storm- “Grunt 400’ by pandemonium. Found at Deviantart.com 

Banshee- “The Planet is Lost” by ghilliedninja. Found at Deviantart.com 

Mgalekgolo- “Hunter 400” by pandemonium. Found at Deviantart.com 

Page 31 image- “Contingency Covenant Station” by cryoprime. Found at Deviantart.com 
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Page 51 image- “Covenant Remnant” by tdspiral. Found at Deviantart.com 
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